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Foreword
This game was originally based on the Danmaku Yuugi -flowers- Japanese RPG system by D-Vent and was an attempt to make the game more playable to English-speaking audiences and to round out the game some more by altering mechanics that were there. Over time it eventually became more of its own game, and I have taken it in that direction without attempting to be faithful to the original game. Danmaku Hanamatsuri is heavy on discretion on the Game Master’s part, although I have tried to ground many things in mechanics that I felt needed to be. If you have any questions or comments about the mechanics, ask your GM first, and if they can’t figure it out please feel free to contact me using the information at the end of this document. 


With that said, please enjoy your time in Gensokyo.
  
  
  
  
  
________________

Chapter 1: Character Creation

Creating a character in Danmaku Hanamatsuri -kagura- is fairly simple. You need only pick a race from the myriad that live in Gensokyo, and a flower, which works a lot like a class in other RPGs. Each race and flower have a unique skill, and each flower has a unique attack range on the Flower Stage, which is the battlefield that combat takes place on, included at the end of this document. Each race and flower also give points towards certain core attributes (also called stats), which are as follows:

Strength
Insight
Intelligence
Charisma

There are also 4 sub-attributes that are determined by the scores of your core attributes. They are as follows, along with their determining attributes:

Reflex = Strength + Insight
Perception = Insight + Intelligence
Will = Strength + Charisma
Style = Intelligence + Charisma


Characters also get three bonus points to distribute amongst their core stats in any way they choose. A race’s Move score is also shown under each race. It is the number of spaces a character of that race may move on the Flower Stage in one turn. Note that only Ghosts can move diagonally. HP is listed with each race as well. 

Your character’s Danmaku score is how good they are at throwing danmaku. This score is simple: To recreate the diverse way that one can spread their danmaku, just pick one of your core stats, and that will also serve as your Danmaku score.

Your character’s Dodge score is how good your character is at not getting hit by other’s danmaku. Pick any of your core attributes that you have not already chosen to work as your Danmaku score, add it to Reflex, and divide by 2. Round any fractions down.


Most characters in Gensokyo have a special ability, whether it be from manipulating the cold to making doors on the back of anything. Of course, not everyone is equally competent at using or controlling their ability. A character’s Ability score is any of your core attributes that you did not use for Danmaku or Dodge, added to Style and divided by 2. Whenever your character tries to use their ability in a stressful or combat situation, you are required to make a roll using your character’s Ability score as a bonus. 


There are three types of ability, and every ability in Danmaku Hanamatsuri -kagura- falls into one of these categories:
* Manipulation abilities involve the manipulation or alteration of something that already exists, usually to alter it or change it in some way. Manipulation abilities are powerful and often widely applicable; they're much more 'big-picture' than their counterparts.
   * Examples: Yukari Yakumo, Yuuka Kazami
   * Base TN: 8
* Creation abilities involve creating something that did not exist before. They are very utilitarian and can be used for many purposes, such as always having the right tool for the job on hand or causing a thunderstorm by simply making one.
   * Examples: Okina Matara, Suwako Moriya
   * Base TN: 6
* Execution abilities are the inherent ability to do something without doing any sort of manipulation. This can range from being able to perfectly mimic sounds to being able to teleport. These abilities often have Targets of Individual and Ranges of Contact. Many magical items contain abilities like this.
   * Examples: Mamizou Futatsuiwa, Kosuzu Motoori
   * Base TN: 4


TN stands for “Target Number”. It is added to both the Target and Range values as follows whenever using a character’s ability, and the total sum of Base TN, Target TN and Range TN are the number you must meet or exceed on your roll to succesfully use your ability for the application you are attempting. When you are making your character, make a note of the maximum Target and Range for your character’s ability; this is something solely up to you, the player. In addition, using your ability on an ally or an enemy will cost half the total TN in Tension, rounded up in case of fractions, as well.


Targets:
Individual (one person, one stone, one leaf, etc.) +2 TN
Group (a group of people, all the apples on a tree, etc.) +4 TN
Area (everyone within a house, or enters it, etc.) +6 TN
Mass (all warriors, the entire sky, every adult, etc.) +10 TN


Ranges:
Contact (target is caster/in direct physical contact with the caster) +1 TN
Seen (target can be easily seen by the caster at the time of casting -- line of sight) +2 TN
Known (target is well known by the caster -- a friend, familiar object, etc) +4 TN
Unknown (target is not necessarily familiar to the caster, can still be targeted) +6 TN


The next thing to do on your path to creating a character is to pick a race. The races, with all of their bonuses and special skills, follow.
________________


________________
  


Races


Human 10 HP
+2 Strength
+1 Insight
+2 Intelligence
+2 Charisma
+2 Move
Skill: Because of the varying nature and versatility of humans, there are several types to choose from, each with their own special skills. Villagers can rotate on the flower stage once for no movement cost per turn. Miko can, twice per session, gain +3 to their danmaku OR dodge scores for one attack. Outsiders have 3 Dice, but only for basic attacks. Hourai Immortals start with 35HP, but their lives are divided into 20HP sections as opposed to 10.


Youkai 15 HP
+3 Strength
+2 Insight
+1 Intelligence
+1 Charisma
+2 Move
Skill: Once per combat, you may set your turn in the turn order during combat. This lasts for a single turn.

Ghost 10 HP
+1 Strength
+3 Insight
+2 Intelligence
+1 Charisma
+3 Move
Skill: You may move through solid objects that are not ghosts, even in combat, and also move diagonally on the Flower Stage.


________________


Fairy 10 HP
+1 Strength
+3 Insight
+1 Intelligence
+2 Charisma
+2 Move
Skill: Fairies take their damage at the beginning of their turn after it would normally be applied.


Vampire 15 HP
+3 Strength
+1 Insight
+2 Intelligence
+1 Charisma
+3 Move
Skill: Vampires will survive one attack per session that would normally drop them to 0 HP with 1 HP.

Oni 15 HP
+4 Strength
+1 Insight
+1 Intelligence
+1 Charisma
+2 Move
Skill: Oni start combat with an extra 5 tension.

Tengu 10 HP
+2 Strength
+2 Insight
+2 Intelligence
+1 Charisma
+3 Move
Skill: Tengu may, once per session, make two move actions in one round.

Moon Rabbit 10 HP
+1 Strength
+3 Insight
+2 Intelligence
+1 Charisma
+2 Move
Skill: Moon Rabbits may, once per session, add half their Perception score to any one ability score, including Danmaku or Dodge.


Amanojaku 10 HP
+3 Strength
+2 Insight
+2 Intelligence
+0 Charisma
+2 Move
Skill: Amanojaku may, once per session, reverse the roll modifiers for a single target.

Inchling 10 HP
+1 Strength
+2 Insight
+2 Intelligence
+2 Charisma
+2 Move
Skill: Inchlings gain an extra +1 to their dodge score.

Kappa 10 HP
+2 Strength
+1 Insight
+3 Intelligence
+1 Charisma
+2 Move
Skill: Kappa may, thrice per combat, choose to attack any two enemies in their normal attack range as opposed to one.

Half-Youkai 10 HP
+2 Strength
+2 Insight
+1 Intelligence
+2 Charisma
+2 Move
Skill: A Half-Youkai can, once per session, transform. The effects of this transformation raise one core attribute by 2, specified beforehand, lowers another by 2, and increase move by 1. This lasts six turns in combat.


________________


Satori 10 HP
+1 Strength
+3 Insight
+3 Intelligence
+0 Charisma
+2 Move
Skill: Satori may, twice a session, re-do any roll. They must keep the new result, however.

Celestial 15 HP
+2 Strength
+1 Insight
+1 Intelligence
+3 Charisma
+2 Move
Skill: Celestials may choose to go last in combat, but get an additional +2 to their danmaku score for the first 4 turns of that combat.

God 20 HP
+1 Strength
+3 Insight
+1 Intelligence
+2 Charisma
+2 Move
Skill: Gods gather Faith as well as Tension. Whenever a god gains 4 or more Tension or casts a spell card, they gain 1 Faith, and whenever they lose 4 or more Tension as a penalty, they lose 1 Faith. Faith grants the following effects: At 3 Faith, a God gains +1 to Danmaku or Dodge. The God is stuck with this choice until they drop below 3 Faith. At 6 Faith, a God gains +1 Move. At 9 Faith, a God can convert their stored Faith to Tension, and begin gaining double the Faith. At 12 Faith, a God may cast any one spell card they have, spending all their Faith as a substitue for the Tension cost. 


Hermit 15 HP
+0 Strength
+2 Insight
+3 Intelligence
+2 Charisma
+2 Move
Skill: Hermits, thrice per session, may heal 5 HP instantly.


________________


Shinigami 15 HP
+1 Strength
+3 Insight
+0 Intelligence
+3 Charisma
+3 Move
Skill: Twice per session, Shinigami may add 1d6 damage to their Danmaku roll, but only if the opponent does not dodge. This extra damage goes through Life barriers.


Arahitogami 10 HP
+2 Strength
+3 Insight
+1 Intelligence
+1 Charisma
+2 Move
Skill: Arahitogami may use the power of their Faith in order to power themselves up in combat. Once per session, they can make an attack that, hit or miss, will attack the target again on their next turn with the original Danmaku roll in addition to their normal attack.

Tsukumogami 10 HP
+1 Strength
+0 Insight
+3 Intelligence
+3 Charisma
+2 Move
Skill: Once per session, you may choose to automatically fail one judgement; if you do, gain tension equal to your roll total.

Lunarian 15 HP
+1 Strength
+1 Insight
+4 Intelligence
+1 Charisma
+2 Move
Skill: Lunarians may once per session, force a single judgement -- either combat or general -- to be a Graze.




________________


Earth Rabbit 10 HP
+0 Strength
+4 Insight
+1 Intelligence
+2 Charisma
+3 Move
Skill: Whenever you roll a critical or Graze during combat, flip a coin. On heads, double your tension gain.




Tanuki 10 HP
+1 Strength
+2 Insight
+3 Intelligence
+1 Charisma
+2 Move
Skill: Once per session, you may choose any race you have encountered and use its special skill once with reduced effects. Any bonuses are halved with a minimum of 1, and any effects that you can use more than once may only be used one time. 

________________

  
________________

Flowers


Now that you’ve picked a race, it’s time to pick a flower. A flower works something like a class in other role-playing games, but they’re more about who your character is as opposed to what they do. Your flower determines your basic attack range and add to some of your character’s attributes, as well as giving you a special skill that only that flower has. You can find a complete list of the flowers, with all of their attributes, attack ranges, skills and flavor here:


The Bouquet


________________





  

________________


Skills


After you’ve picked a race and class, it’s time to move on to Skills.
Skills are used in Danmaku Hanamatsuri -kagura- as modifiers to your rolls, or to do something you wouldn’t normally be able to do. Each player starts play with 15 Experience Points, henceforth referred to as EXP, to purchase skills, or one base attribute point, with. Skills are dependent on both your character’s core and secondary attributes. They will also be divided into two categories: General and Combat. General Skills may only be used outside of combat, and Combat skills may only be used during combat. Note that some skills do not have any attribute requirements, and some can be used both in and out of combat.

Players may purchase as many skills as they have the EXP for, but they may only purchase one skill at Level 2 during character creation. The list of skills and their costs by levels are shown in the Google Sheets spreadsheet linked here. When buying sklls, note that you must buy each level of a skill; you cannot ‘skip’ levels.

Complete Skill Table

Skills trigger when applicable according to their description or GM discretion. A GM may ask you how you’re able to use a certain skill that you choose to use in some situations. Some skills may also add a die to your roll or multiply your overall result as well. In cases where more than two skills would be applicable, you are allowed to use a maximum of two skills.

________________
________________


Spell Cards


Now that you’ve picked a race, class, and purchased skills, you’re at the very last step of character creation: Spell Cards. Spell Cards are powerful “special moves” that have a myriad of effects, from attacking a huge area all at once to healing your allies, or improving their danmaku rolls, or even lowering your enemy’s! It is recommended you create at least two, but the minimum is one. A character starts with only 2 spell cards, but may purchase the ability to carry more -- 3 EXP for each. The rules for creating a Spell Card are as follows:

- Spell Cards must cost at least 10 tension.
- Timing is used in regards to when you use your Spell Card. Action refers to using it on your turn, while Counter refers to using it in response to an opponent’s action.
- Spell Cards have the potential to affect any square on the Flower stage; to determine which squares on the Stage you can attack, use a color-coded system to create patterns. At character creation, you get 16 points per Spell Card, and you may place squares of any color on any part of the flower stage.

Red squares will cost no extra tension when activating your spell card to attack,  but they use 4 points to place.
Yellow squares will cost 2 extra tension when attacking with a spell card, but only cost 3 points to place.
Blue squares will cost 3 extra tension when attacking with a spell card, but will only cost 1 point to place.

If you buy Extra Targets to hit more enemies, if the two enemies are in the same range, you only pay the range cost once -- if they're in differing ones, you pay the combined cost.
- Be Creative! You can create any number of patterns on the spell cards. At the end of this document I will include a blank spellcard template to use.
- If your spell card does not have a range, in that it affects “all allies” or “all enemies”, or is a self-affecting Spell Card, write down what it does in the Notes section on that Spell Card. Spellcards that affect all enemies with a debuff or all allies with a buff will increase cost by 10. Spellcards that affect all enemies and are an attack will increase the cost by 15.

Costs
Sustained: (n-1) * 4 + 2 where n = number of turns active, if above 1
Extra Targets: (n-1)*2 where n = number of targets, if above 1
Roll Modifiers: n * 2, where n = modifier to the roll. Can give a +mod or -mod.
Dice Count: n, where n = amount of die added or subtracted to roll. Can give +dice or -dice.
Damage Blocked: n * 3, where n = amount of damage blocked
HP Drain: n * 2, where n = amount of HP drained from target
Any other effects you may ask your GM about because of the sheer number of effects you might add to a Spell Card.
Please note that if your character uses a multi-turn Spell Card and is knocked out while its duration is still active, any buffs, debuffs, and multiple-turn attacks immediately vanish.
You may only use a given spell card once per combat. This restriction applies to Last Words as well.
________________


________________
  



Last Words


Last Words are a character’s be-all, end-all, “last resort” attack -- a super-powerful Spell Card that is often incredibly difficult to dodge. Each character only gets one Last Word, and must keep it until the end of the campaign. To make one, simply create one in the same way you would create a normal Spell Card. Because of the extremely powerful nature of a Last Word, there are restrictions on when they can be used:

A character must be on their last life. If they only have one life, this counts!
A character must have used at least 2 Spell Cards in the current combat.
The spell cards the character has used must cost a combined total of at least 30 tension.

In return, a Last Word has the following benefits:
Players get 24 points for creating a Spell Card pattern.
The first 30 points of Tension it would normally cost to activate your Last Word are free -- ergo, if it costs 30 points to cast and you meet the above requirements, you can activate it for no tension cost. However, if you use more than 30 points, you will have to pay whatever amount you exceed 30 by. For instance, if you activate your Last Word that costs 35 points, you only pay 5 points of Tension.
________________


________________
  

Chapter 2: Learning To Play           


The gameplay of Danmaku Hanamatsuri -kagura- is a fairly simple thing to learn. You’ve probably seen the phrase “General Judgement” thrown around a lot here, and they are the basic, catch-all roll you will be making while playing Danmaku Hanamatsuri. How do rolls for general judgements work? It’s fairly easy. You roll 2d6 and add the governing attribute score of what you’re trying to do, and then add any skills you would like to after that. 

(2d6 + Attribute Score) + (Skills) = Roll Total 

First, the GM will tell you what attribute score you’re rolling for.

Then, roll 2d6, though there may be more or less dice depending on your skill use. Dice+ skills are the only skills that are applied at this step.

After rolling your dice, add the governing attribute score to your roll, then apply any skills except Number of Dice skills.  If both of your die come up as 6, you have rolled a critical! You gain 8 tension at this step. If you roll two 1s, you Fumble, fail the judgement, lose 5 tension, and you, the player, may come up with a description on how you failed. Please note that if you are only rolling 1 die, you cannot roll a critical or fumble, and if you are rolling more, you only need two 6es or 1s. If you happen to get both two 6es AND two 1s, count this as a critical. When rolling more than one die, you do not add the totals of all numbers together -- you roll the amount of dice you have, and take the 2 results you want.

Once you determine your Roll Total, compare it to the Target Roll. If your roll total is:
4 or more larger than the Target, you gain 2 tension.
1-3 away from the target value, you gain 4 tension.
If you meet the target value, you gain 10 tension. This also counts as a pass.
If you roll UNDER the target value, you fail the roll, and gain the above-mentioned amounts of tension, but halved.

Tension is gained from General Judgements, Attacks, and Dodges. Other types of rolls do not grant you Tension. 

When two PCs have a General Judgement against each other, both declare their Roll Totals at the same time. The GM may opt for both players to roll at the same time.
________________



You may use a maximum of two skills in any Judgement -- Danmaku or General. Skills whose effects are “constant” do not count towards this number. Activated skills, like Berserk, do. Keep in mind that you should only use General Judgement when you don’t seem to be getting anywhere with the NPCs, not all the time!

General Guidelines for difficulty of rolls. Increase these by 50% when rolling against secondary attributes, as those are usually much higher than standard ones.

Easy: 6
Normal: 9
Hard: 12
Lunatic: 15
Extra: 18
Phantasm: 21
________________


________________
  


Chapter 3: Combat
                        

Initiative Rules:
Initiative determination is only done once per combat. No skills can be used at this time except for skills that affect Move, and ability scores are not added to the roll, except for Move. All players and the GM each roll 2d6. The GM rolls 2d6 for as each character they control, and the turn order goes in descending order, starting from the highest roll. Characters may place themselves anywhere in the Initial Deployment Area on the Flower Stage, which are the first two rows on either side (though some special conditions may change this area!). Note that one area is for the enemy, and one is for the PCs. It is a good idea to color-code them to differentiate.

Flower Stage Rules:
Any action a player could normally take are possible on the Flower Stage. A character may move any number of spaces in a compass direction -- Up, Down, Left, Right -- equal to their Move stat in one turn. Ghosts may additionally move diagonally. Characters may also spend 1 of their turn’s movement to rotate once, to the next facing of a space (either to the left or right) and thereby move their basic attack range. 
Sometimes there may be obstacles on the stage or alternative effects. A player may take no action, however, and roll 2d6; they gain that much Tension. If they fumble this roll, however, they gain no Tension and must skip their next turn.

Combat Rules:
And now you’re ready to do combat! Danmaku Rolls generally work just like General Judgements with a few changes. You’ll always be adding your danmaku score to your 2d6 rolI during combat, and your target will always be adding their dodge score to their roll. If your rolls meet each other, this is a “graze” -- both attacker and defender gain 10 tension, but no damage is dealt. Criticals and Fumbles work the same way as general judgements.

Damage in Danmaku Hanamatsuri -kagura- works on a Life system. Each character’s HP is separated into 10HP chunks called “lives”, and they must be taken down as such. For example, if a character does 8 Damage to a character who has 20HP Maximum but has lost 6, they will only drop to 10HP, as that character only had 4HP left in that life. Ergo, it is impossible to do more than 10 damage at a time. Damage is determined by how high you roll above your opponent’s Dodge score on a hit. You still gain Tension from Combat at the same rates as general Judgements, too! When a character loses a life, they instantly gain 10 Tension.
When a character hits 0HP, they are considered Knocked Out and are out of the battle. They cannot be brought back into the battle through any means.
Any character has the ability to spend 5 points of tension to gain a temporary one-roll bonus to either their Danmaku or Dodge score, equal to 1 point of Danmaku or Dodge for each 5 points of Tension spent, up to a maximum bonus of 5. This is the only bonus applied after you make your roll; all others are applied before.  
________________
  





Chapter 4: Character Advancement



At the end of a session, your GM will reward you with EXP based on a few factors. This EXP can be used to purchase new skills, or more HP, bonuses to sub-attributes, etc. This EXP is awarded on a player-by-player basis, but it may be easier for a GM to distribute it to everyone equally. The uses for EXP, as well as costs, are listed below.


HP Increase: 2 EXP/1pt of HP.

Base Attribute Increase: 7 EXP/1pt in any base attribute of your choosing.

Sub-Attribute Increase: 5 EXP/1pt in any sub attribute of your choosing.

Skill Purchase: See Skill Spreadsheet

Skill Upgrade: See Skill Spreadsheet

Extra Spell Card Slot: 3 EXP

Lower Ability Base TN: 3 EXP/1pt

Things that a GM may reward EXP for are listed below. Note that they aren’t be-all end-all rules!

1. Attended The Session
2. Good Roleplaying
3. Helped Other Players
4. Helped The Game Progress
5. Enemies Defeated
6. Residual Tension
7. Remaining HP
________________
________________


Chapter 5: Miscellaneous
Ability roll Target Numbers can be affected either positively or negatively depending on the circumstances. 
GMs should use their best discretion when allowing or disallowing certain abilities, and reward players who use theirs creatively.


Whenever you make a Spell Card that adds extra dice or modifiers, you must specify what rolls it adds dice or mods to -- danmaku, dodge, etc. When a skill tells you to gain an extra die, you need to specify whether this is for danmaku or dodge as well, but these are not locked in place -- if you use the skill again later, you may decide to change what you were using it for. 

Extra Dice do not add the result of the extra die rolls to your roll total. Instead, from your pool of dice, pick the two individual results that you want to use for your roll. If you have less than two dice, this does mean you only roll 1d6.

Weapons and equipment are a fun other bit of flavor that can really add to your character. They don’t do much if at all in this system, but some GMs may opt to have them actually do something. You can find a list of optional rules, including rules for equipment, character creation tables, and rules for the Urban Legend Incident here.

Characters may make more than two Spell Cards to start, but they may only choose two to use per session initially. 

You can find a blank character sheet for your use here.

A document containing stat spreads for many of the canon characters in Touhou can be found here. These were balanced to act as boss characters/fights for a party of three or more PCs, so they are all rather strong, and should not be used as regular opponents as they appear in the document. Many of them also have General skills as well, so they’re also good templates for those characters as NPCs. Lastly, some GMs may opt to hold a game where all players pick a canon character to use as a PC -- these are good for this instance, too.

And this concludes Danmaku Hanamatsuri -kagura-! I hope this allows you to get some level of entertainment and understanding out of the game. The Flower Stage and Blank Spell Cards are on the last few pages of this document.




________________
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